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ABSTRACT

Educational Reading Games
By
Paula Anna Pina
July, 2000

This project consists of a collection of educational reading games
specifically for teachers and reading resource educators to use in the
classroom. The games were designed for students in kindergarten and first
grade. The games were organized according to the specific reading skills
that will be reinforced. The specific skills were phonics, letter
identification, and sight vocabulary. The games were collected from a
variety of commercially available sources, teacher made games, and other
educational resources. Furthermore, the author will discuss the rationale for
using educational games in the classroom.
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CHAPTER ONE

(

Background of the project
Introduction
The primary focus of this project was to organize a collection of
reading games that would supplement kindergarten and first grade reading
curricula. After they were collected the author organized the games into
three separate groups. The groups were organized according to the specific
reading skills that were to be reinforced. The specific skills were phonics,
letter identification, and sight vocabulary. The description of each game
included a brief description, materials needed, and the specific skills to be
practiced. The games were collected from a variety of commercially
available sources, teacher made games, and other educational resources.
Furthermore, the author discusses the advantages and disadvantages of
instructional games, and a criteria for selecting games.
Importance of the Project
The topic educational reading games was chosen because the author
has successfully used games in the classroom as an effective way to
reinforce specific reading skills. There is some debate among educators
about the effectiveness of educational games. Criticisms included that
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games are misused and are a waste of time (Allington, Andrews, Strange, &
Thorpe 1977). It has been the author's experience that educational games
reinforce many skills. According to Blum & Yocum they help students learn
and practice higher level thinking skills (1996).
The primary purpose of this study was to compile a collection of
effective educational reading games that reinforce phonics, sight
vocabulary, and letter identification skills. In the literature, the author will
describe the benefits of educational games and create a criteria that helps
educators select educational games.
Scope of the Study
This project is a collection of reading games that teachers and reading
resource educators can use to reinforce reading skills for kindergarten and
first grade. The project describes the benefits of using educational games in
the classroom and a criteria for selecting instructional games.
Chapter two of the project provides a review of the literature and
defines educational games, describes the benefits of games, and a criteria
for selecting games. Chapter three describes the procedures and resources
for creating the project. Chapter four consists of the actual educational
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games, and the final chapter contains the smnmary, conclusions, and
recommendations.
The research for this project was collected from sources including
electronic databases such as ERIC, World Cat and Article First. Other
information was compiled from Seattle Public Library and the author's
professional experience.
Definition ofTenns
Game: a set of activities involving one or more players. It has goals,
constraints, payoffs, and consequences. A game is rule-guided and artificial in
some respects, and usually involves some aspect of competition (Dempsy,
1996).
Educational Game: a game that consists of a set of rules in which one or more
individuals or groups play, and a test of skill is involved (Kutzman & Rakes,
1982).
Sight vocabulary: sight words are words that are a part of a child's oral
language. A strong emphasis is placed learning the written form of the words
they already know orally. These words include high frequency words and
personal words.

CHAPTER TWO
Review of Selected Literature
Introduction
This chapter contains a review of the literature. The author organized
the review of the literature into five major parts. The five major parts
included: defining a game, types of games, advantages and disadvantages of
educational games, and a criteria for selecting games.
It is important to note that the research examining games for

instructional purposes is limited (Dempsy, Lucassen, & Rasmussen, 1996).
Most of research on the topic of educational games is based on descriptive or
anecdotal reports, and not empirical studies (Morris & Randle, 1992). Some
authors argue that this is due to some of the variables that effect the outcome
of measuring the effectiveness of games. Bredemeier and Greenblatt (1981)
list some important variables: personality, cognitive learning style, sex of
players, cognitive ability, gaming ability, and sampling.
What is a Game?
The major aspect of this project was games; therefore, it was the
author's opinion to give a broad definition of a game. According to Dempsy,
(1996) "a game is a set of activities involving one or more players. It has
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goals, constraints, payoffs, and consequences. A game is rule-guided and
artificial in some respects. Finally, a game involves some aspect of
competition, even if that competition is with oneself' (p. 2). Blum and Yocum
(1996) define educational game as "An educational game is an activity that
uses fun to teach and reinforce educational objectives" (p. 61 ).
Types of Educational Games
There are several classifications of games reported in the literature.
Dempsey (1996) classified or grouped games into 8 separate categories:
adventure games, arcade games, board games, card games, computer games,
puzzles, simulations, and word games. For the purpose of this project the
author selected games that could only be used in the classroom and that are
developmentally appropriate for grades kindergarten and first. This excluded
games such as arcade, simulation, and adventure games.
Competitive and cooperative games are also included in the project.
This author tends to prefer the cooperative games to the competitive games,
but there are benefits of using both. During a 1999 summer quarter
Educational Games course at Central Washington University, Dr. Cory Gann
had students debate the issue of competitive games vs. cooperative games.
{

The three noted advantages of cooperative games included increased
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self-esteem, increased problem solving skills, and increased communication
skills. The four noted advantages of competitive games were that they
prepared children for real world, increased motivation, increased selfknowledge (children learned their own strengths/weaknesses), and promoted
good sportsmanship. This debate leads me to conclude that cooperative and
competitive games both have noteworthy advantages.
Since this project is a collection of reading games specifically
designed for younger children, it is the author's opinion that educators should
consider the age of students and offers an appropriate balance of both types
of games.
Advantages of Educational Games
A review of the research suggests that there are many advantages for
using educational games. An article written by Blum and Yocum (1996) lists
three very important advantages. First, "Games are naturally motivating and

fun" (p.62). In fact, some of the author's best memories in elementary school
were the times that she played educational games. Some of the games were
competitive and some were cooperative. The author enjoyed playing both. As
an educator, this author has observed students having the same fun as she did
during her elementary school years.
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Second, "Games facilitate individualization of assessment and
instruction" (Blum & Yocum 1996, p. 61). This means that you could tailor a
game to specifically assess skills that have been taught. For example, you
have just tm1ght a number of lessons on the specific letter sounds such S, L,
K, and T. You can then use gaines that specifically focus on these letters.
Assessment is the second component, which can be facilitated by
observing the students play games. You can determine what skills have been
learned by the student simply by watching the1n play the game. It has been
the author's professional experience that a great deal of insight can be gained
through simple observations.
Finally, "Games can make the abstract concrete" (Blum & Yocum
1996, p. 61). In other words, children's abstract skills such as social skills,
leadership skills, and decision making, can be developed using games.
According to Kutzman and Rakes (1982), games can foster certain social,
leadership, and decision-making skills. Children learn and practice these
skills from one another while playing games.
Another advantage of participating in games results when children are
provided the opportunity to create games. As children invent games they
become autonomous learners providing them with numerous opportunities to
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make decisions about the game (Kannnii, 1989). According to Castle, (1990)

they develop organization, communication, and problem-solving skills. As the
students invent games they lea.in to organize their game by creating a plan and
putting the plan into action. They practice their communication skills by
teaching and explaining the game to other classmates. And they improve their
problem-solving skills by leaining to negotiate when a dispute occurs, and
discuss the problem from everyone's viewpoint (Castle, 1990). Caruso and
Trudge (1988) agree with Castle and go on to say that "Problem-solving
discussions help children become less egocentric because they will realize
that not everyone has the same perspective on any given situation. This is
more likely to occur in peer interaction, as children are less likely to disagree
with and present their own ideas to an adult"(p. 46). Problem solving has
always been an important skill to teach young children and games certainly
offer this opportunity.
The benefits of educational games are also evident in helping students
who have special needs. A study conducted by Mackay and Watson in (1989)
yielded some positive results. Mackay and Watson found that "students with
severe leaining difficulties improved their communication skills with
instructional games" (p. 61). In a study conducted by Beattie and Algozzine
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(1982), students with mild mental disabilities receive higher grades and were
on task 20 percent more than their peers who used drill and practice
worksheets. Furthermore, "Students with learning disabilities decreased their
spelling errors to the same level as their peers without disabilities, by using
instructional games" (Delquadri, Greenwood, Stretton, & Hall, 1983). There
has not been a great deal of research on the effects of educational gaines in
the classroom, but the few that have been conducted suggest that educational
games contribute to the learning process.
Research suggests that educational games are an important component
for providing a well-balanced instructional program. They provide another
venue for a different learning experience. Over the last seven years, the
author has observed benefits of educational games in the classroom including:
1. Increased student's verbal communication. This occurs while children play
and discuss the game.
2. Increased student motivation. The author's has observed students increase
their motivation according to the challenging elements of the game.
3. Improved students' problem solving skills. When students play games in
the classrooms they inevitably have some conflict that needs to be
discussed and resolved.
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4. Ability to assess students. The author assesses students by simple
observations over a period of time and questioning the students to evaluate
their understanding.
There are probably many more benefits to using educational games in
the classroom. The advantages are much more substantial than the
disadvantages. The author suggests that it is important to consider the
disadvantages as a means of caution when we use educational games in our
classrooms.
Disadvantages of Educational Games
Some critics believe that games are misused (Allington & Andrews,
Strange & Thorpe, 1977). They believe that games are misused when they are
used to teach specific subject matter that should be taught using conventional
instruction. In other words, there are certain subjects that do not benefit from
using games (Morris & Randel, 1992). Morris and Randel (1992) conclude
that "subject matter areas where specific content can be targeted are more
likely to show beneficial effects for gaming" (p. 261). They go on to state that
subject areas such as math, physics and language arts, where specific
objectives can be stated are the subjects that benefit the most from games
(Morris & Randel, 1922).
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The overuse of games is also a concern of critics. Esler and Sciortino
(1991) caution overuse of games and remind educators that providing too
many games can be boring and cease to be motivational to the students.
Olson and Pratt (1992) agree that games can become boring, however they
suggest using a balance of educational games and using games as a
supplement not a substitute for instruction. In other words, games should be
integrated into the current curriculum not replace it (Blum & Yocum, 1996).
Another criticism of educational games is the excessive competition
factor and peer pressure (Aldridge & Harris, 1983). Aldridge and Harris
(1983) suggest that teachers challenge students to design their own games
where every player can win. According to Castle (1990), inventing games
helps to put children in the driver's seat and they decide what type of game to
invent. Castle (1990) also asks teachers to think carefully about using games
that penalize students for giving the wrong answer or that otl1erwise promote
competition. The solution to excessive competition could be to provide a
number of cooperative games that do not foster competition.
Overstirnulation is another concern, cautioning that while games are
fun, they can get out of control and cause students to become excited (Blum
& Yocum, 1996). This is especially true for younger children learning to play
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games, especially games that involve high activity. These games can
sometimes cause students to become disruptive and respond using
inappropriate behavior (Freitag & Klein, 1991). The author has experienced
children displaying this behavior while playing games. Blum and Yocum
suggest that teachers consider the age of children with the structure of the
game (1996). Castle (1992) also recommends using more structured and
simple games before introducing more active games. This would help children
understand behavior that acceptable and not acceptable. All of these factors
are important to consider for addressing the concern of overstimulation
caused by certain games.
Another disadvantage comes from the viewpoint of the student. Some
students argue that games might not be enjoyable to everyone and that the
skill level of the game could be too easy or too hard (Paul, 1982). It is
important to be empathetic to those students who may or may not enjoy
games; however, this might be seen as a student's personal issue. In response
to skill level, it is important that educational games have many levels of
difficulty to meet the needs of all the students (Dempsy, 1993) . Furthermore,
Thomas Malone's theory of intrinsically motivating gaming considers

challenge as a crucial factor to the success of games (Dempsy, 1993).
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Last, a common complaint that educators have about using educational
games is the external constraints imposed by the games (Kusik, 1984). For
example, the time to explain the games, storage space, and the time to make
games. To these educators it could be said that not all games require a great
deal of time to explain and many are simple. As for storage space there are
several remedies, one of which is that teachers store the games at their homes
and not in the classroom. Finally, to the issue of time and the creation of age
appropriate games, Snyder (1981) would say that one could begin with
buying some commercially made games. She contends that, "although
teacher-made games may be useful the commercial games may, in the long
run, be cheaper than you think"(p. 686).
Although many of the disadvantages are important factors to consider
about the educational games, it seems to this author that there are ways to
address these concerns. For example, providing games that are stimulating
and challenging. Encouraging students to focus on cooperative rather than
competitive behavior and using games as a supplement to the current
curriculum.
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Criteria for selecting gaines
This section offers teachers and resource educators a checklist to
consider when selecting gaines for their students. According to Spiegel,
(1990) there are important questions to bear in mind when choosing
educational gaines:
1. Content validity: Does the resource really do a good job in teaching or
reinforcing its stated goal or purpose? In other words, does the gaine
reinforce the way you teach reading?
2. Transfer potential: Does the resource have students use the
task/strategy/skill in such a way that they can transfer that strategy to other
materials? In other words, does the skill needed to play this particular
gaine relate in some way to the skills used when reading?
3. Amount of reinforcement: Do children get enough practice in using the
task/skill/strategy? Or is most of the time spent focusing on the rules,
moving a little marker around the board, and having excessive wait time
between turns?
4. Quality of directions and instruction: Are the directions simple? How are
the answers checked for correctness? What happens when the player gives

(

a wrong answer?
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5. Adaptability/flexibility: Are the n1les easy to change? Can the resources be
used to teach or reinforce more than one small aspect of reading? Can you
change the levels?
6. Content bias: Does the resource reflect a pluralistic view of society? Are
the pictures outdated?
These are all important factors to consider when using games as an
instructional tool. I fmmd these questions to be helpful and believe that they
certainly should be considered when working with games.
Summary
Based on the literature, the author concludes that there is evidence to
support using games in the classroom. There are many types of games, and
this project limited the collection to games that could be used in a
kindergarten or first grade classroom. Cooperative and competitive games
were the other classifications of games discussed. The author suggested that
the teachers use a balance of both and consider the age of their students.
The author also concludes that advantages of using educational games
in the classroom surpass the disadvantages. That is not to say that the
disadvantages should be ignored when implementing games in the classroom.

(
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In fact, quite the opposite is true. It is important to keep them in mind in order
to make the games in your classroom successful.
Last, the author included a criteria for selecting educational games and
some considerations that should be considered when selecting a game.
Educational games can be successfully used in the classroom to help
students practice and reinforce what they have learned. They provide a
change of pace in the classroom; a break from the traditional approach of drill
and practice. And they can be used at all grade levels with all students,
including those with special needs.
Finally, we must keep in mind the whole concept behind using
educational games. They are fun alternatives to reinforce certain skills and
could provide a great supplement to almost any curriculum. Games are not
limited to any curricula subject and can be used in many learning situations.
They are fun for the students and teachers as well.

CHAPTER THREE
Procedures
This chapter will explain the steps that were used to develop the
project. In addition, the author will discuss her interest in creating the
project. Finally, the author will discuss the resources used and the audience
for which the project is intended.
The author first became interested in the subject of educational
reading games in the sixth year of her teaching as a kindergarten teacher at
Woodridge Elementary School. The student enrollment is approximately
330 and the school is located in Bellevue, Washington. While teaching
kindergarten at Woodridge, the author was surprised to see the
overwhelming differences in students' reading levels. The current
curriculum needed some additional support to meet the needs of all the
students. The idea of generating a collection reading games to help young
children reinforce specific skills appealed to her.
The collection was organized into three sections according to the
skills being reinforced. It consists of reading games that were attained from
several resources. These resources included Bellevue School District
teachers, educational stores, and the Internet.

(
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In the first section, titled "Letter Fun," you will find games that help
children visually recognize the letters of the alphabet. The second section,
titled "Fun with Sounds," includes games that help students practice their
letter sounds. In the third section, "Learning Words," you will find games
that help students learn high frequency words (sight vocabulary) and words
with similar word origins.
After organizing the collection according to specific reading skills the
author searched for evidence to support reinforcing these specific reading
skills. These skills were listed in the State of Washington's Essential
Academic Learning Requirements. The Essential Learning Requirements
are clear targets for students and teachers across the state. They are
statewide academic standards for the "basics" of reading, writing,
communication, math, science, history, geography, civics, economics, arts,
health, and fitness (Office of Superintendent of Public Instruction, 1999). In
1995, Washington State adopted the new Essential Academic Learning
Requirements (EALRs) in order to raise the academic expectations for all
students in kindergarten through grade twelve.
The reading games that were selected for this project are not just to be
played for fun. There is a purpose or instructional objective to reinforce
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basic reading skills. It was the author's opinion that educators have an
obligation to provide a vaiiety of educational experiences in order to
provide a well-balanced curriculum.

CHAPTER FOUR

The Project
This chapter includes the actual collection of reading games. The
games are organized into three sections. The sections are organized
according to the specific reading skills that are being reinforced. Each of
the games includes a brief description, materials, type of game, and number
of players. There is also information as to where you can purchase the
games or educational resource that the game originated.
All of the games included in this project have met five of six of the
criteria listed in chapter two of the project. The games have all been played
in my classroom throughout the year; however, not all of the students have
played each game.

20
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Letter Fun
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Alphabet Soup

Skills reinforced: letter identification

Number of players: one to four
Type of game: commercially made board game
Brief Description: All the players are dealt an even number of chips. The
players move around their game pieces according to the number that is
displayed on the spinner. Each time the player lands on a spot they call out
that letter. The player who was dealt that letter now places the card pictureside-up, on its proper place on the rim. The first player to place all his or
her chips on the soup bowl rim wins.
Resource: Toys R Us, Academic Aids, Lakeshore, and Learning World

(
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I Can Read

Skills reinforced: letter identification

Number of player: two to six
Type of game: commercially made board game
Brief description: The object of the game is to use the three-dimensional
letters to spell out the words for the objects pictured on each game board.
The children use the spinner to determine the number of letters they can
draw from the bag. Any letter that doesn't belong on the game board is
returned to the bag.

Resource: Lakeshore Educational Store
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Alphabet Bingo

Skills reinforced: letter identification

Number of players: whole class (24 game cards) or small groups
Type of game: commercially made game
Brief description: Each player receives a bingo card and four to eight
markers. A caller is chosen. The caller or teacher determines the variation
of the game that will be played such as four comers, one row, or whole card.
The first player to cover all the letters and call out, "Bingo" wins the game.

Game Resource: Academic Aids, Lakeshore, and Leaming World
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Alphapets
Skills reinforced: letter identification

Number of players: two to four
Type of game: commercially made board game
Brief description: The object of the game is to be the first player to find all
the puzzle pieces that complete the alphabet. Each player has his or her own
puzzle to completes. There are four puzzles and they are all the same, other
than each one is a different color. After spinning the spinner, the player
turns over the number of puzzle pieces that the spinner indicates. The player
keeps the pieces of his or her chosen color. As the players collect their
color pieces, they begin to complete their puzzle. The first player to
complete their alphabet puzzle wins.

Game Resource: Target, Toys R Us, and Leaming World
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Lamb Letters
Skills reinforced: letter identification

Number of players: one or two
Type of game: File Folder Game
Materials needed: file folder, scissors, tag board, markers, and glue.
Brief Description: The players take turns choosing playing pieces and
matching them to the upper case letters on the folder. Another variation to
the game would be to add a dice with numbers one through three. The lower
dice will help the player manage the pieces. The players deal out all the
pieces. The player rolls the die and places that many pieces on the board.
The first player to get rid of their pieces wins.

Resource: "Spectacular Spring Activities" by Karen Finch

C
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Trim the Tree

C

Skills reinforced: letter identification

Number of players: one to two
Type of game: File folder game
Materials needed: file folder, scissors, and tag board, markers, and glue.
Brief Description: Trim the Tree and Lamb Letters are similar games with
subtle differences. The students take turns choosing a playing piece
matching the pieces to the upper case letter on the folder. Another variation
to the game is to add a dice with numbers one through three. The players
deal out all the pieces. The player rolls the die and places that many pieces
on the board. The first player to get rid of their pieces wins.

Game Resource: "A Wealth of Winter Activities" by Karen Finch

(_
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Slap Q
Skills reinforced: letter identification

Number of players: two to four
Type of game: card game

C

Materials needed: reproducible page, scissors, tag board, markers, and glue.
Brief description: Players sit in a circle and pass out all of the cards. Players
keep the cards face down and take turns flipping over and laying down one
card at a time in the middle of the circle. Players must call out the letters on
the card as they lay them down. When the players see a Q card they gently
slap the pile. Whoever is the first to slap the Q gets the stack of cards. The
person with the most cards at the end of the game wins the game.

Game Resource: "Alphabet Fun and Games" by Jill Coudron
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Race Car Rally
Skills reinforced: letter identification

ALPHABET
AL"Tl\"ITIES

Number of players: two to four
Type of game: board game

C

Materials needed: reproducible pages, scissors, tag board, markers, and
glue.
Brief description: Players choose a car and a lane to race in. They put their
car on that lane number. Players spin the spinner and move according to the
directions. The players read the words on the square the car lands. If you do
not know it, stay where you are and try moving ahead on your next tum.
The first to finish the race wins.

Game Resource: "Alphabet Fun and Games" by Jill Coudron
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Turtle Trail
Skills reinforced: letter identification

Number of players: one to four
Type of game: creative sequencing card game

C

Materials needed: reproducible pages, scissors, tag board, markers, glue and
laminating machine.
Brief description: Players roll the die and place turtles in alphabetical order.
Players check each others alphabet lines up. When you are finished you
must point to your turtle trail and identify all the letters of the alphabet.

Game Resource: "Alphabet Fun and Games" by Jill Coudron
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Go Fish
Skills reinforced: letter identification

Number of players: two to four
Type of game: commercially made card game

C

Brief description: Each player is dealt six cards and the remaining cards are
placed in a pile face down. The players try to collect the matching upper
case letter with the lower case letter. Each player take turns asking other
players if they have one of their matching cards. If the player does have a
card that is being requested the player must give his or her card to that
player. If the player does not have the card they must tell that player to "GO
FISH." The other player then takes the card from the remaining pile of
cards that are faced down. The player with the most pairs at the end of the
game is the winner.
Game Resource: Target, K-MART, Lakeshore, and Academic Aids
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I'm Ready for Kindergarten
Skill reinforced: letter identification/letter sounds

Type of game: computer
Materials needed: WIN/MAC CD-ROM
Brief description: It is a program to help children practice early literacy
skills and social skills. The program is designed for children ages five to
seven. The students are provided with opportunities to practices their letters
and phonics.

Game resource: www .scholastic.com
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Time for ABC' s
Skill reinforced: letter identification/letter sounds

Type of game: computer

C

Materials needed: WIN/MAC CD-ROM
Brief description: It is a program that explores the world of letters, sounds,
and words with Blue and her friends. The program helps children practice
identifying letters, building vocabulary, and letter sounds.
Game resource: www.humongous.com
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Fun with Sounds
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Rabbit Sounds
Skills reinforced: letter sounds

~

Playful Ways co ,,
HelpYour (hid Read

Peggy Kaye

·--..-Type of game: small groups or whole class
Materials needed: chalk and hard concrete surface, you can also use white
picnic tablecloth material from fabric store
Brief description: This game is similar to hopscotch and can be created to be
played outside. The object of the game is to listen to the word the caller has
said and jump to the letter sound you hear at the beginning of this word.
For example if the caller calls out the word donkey then the player must
jump onto the letter D square. Or you can say, "jump to the letter that makes
the sound duh."

You can also add other variations to the game by asking

player to hop to the sounds that they hear at the end of words.

Game Resource: "Game for Learning" by Peggy Kaye
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Alphabet Match Me Cards
Skills reinforced: letter sounds

Type of game: commercially made card game
Number of players: three to four or whole class
Brief description: This set of card offers five different letter identification
and phonics games. They include letter sound match, alphabet lines A-Z,
sound sets, see and say, and letter pair up.

Game Resource: Academic Aids
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Initial Consonants
Skill Reinforced: letter sounds

Type of game: four board games
Number of players: three to four
Brief description: This game contains four games.

C

reinforces different letter sounds.

Each of the games

The games include: Jack and the

Beanstalk, The Three Pigs, Little Red Riding Hood, and The Three Bears.
In each of these games the player take turns drawing cards and advancing to
the corresponding initial consonant. The player must land on the last letter
sound on the board to win the game.

Game Resource: Lakeshore and Learning World
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Leaf Letters
Skills reinforced: letter sounds

Number of player: one to two
Type of game: File folder game
Materials needed: reproducible pages, scissors, tag board, markers, and
glue.

Brief description: Players match each picture with the letter that makes its
beginning sound. Another variation of this game would be to add a dice.
Each player picks up the number of pieces shown on the die and places
them on their folder. The first player to fill his or her tree wins.

Game Resource: "Back to School and Beyond" by Karen Finch
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The May Flower
Skills reinforced: letter sounds

Number of players: one to two
Type of Game: File folder game
Materials needed: reproducible pages, scissors, file folder, markers, and
glue.
Brief description: The players take turns choosing a playing piece, naming
the object, and placing it on the correct ending consonant sound. Another
variation of this game would be to add a dice. Each player picks up the
number of pieces shown on the die and places them on their folder. The
first player to fill his or her tree wins.

Game Resource: "Spectacular Spring Activities" by Karen Finch

(
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Bunny Business
Skills reinforced: letter sounds

Number of players: one to two
Type of Game: File folder game

C

Materials needed: reproducible pages, scissors, file folder, markers, and
glue.
Brief description: The players take turns choosing a playing piece, naming
the object and attaching it to the matching beginning consonant sound.
Another variation of this game would be to add a dice. Each player picks up
the number of pieces shown on the die and places them on his or her folder.
The first player to fill their tree wins.

Game Resource: "Spectacular Spring Activities" by Karen Finch
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Sound Toss

(
Skills reinforced: letter sounds

Playful Ways to ,,
Help Your Child Read

Peggy Kaye

Number of players: two to three
Type of game: tossing game
Materials: six-cup muffin tin, small items for tossing, paper, pencil, and
scissors. Simply cut small strips of paper with letters written on each strip.
Place one strip in each muffin cup. Letter groups to start with include b, x,
p, r, j , and t. Level two: e, f, w, u , v, and n. Level three: p, st, o, and ch.
Level four: oa, I, z, and t.
Brief description: The object of the game is to land a small item such as
pennies, paper clips, or dried beans in each muffin cup. Each player take
turns tossing their item into the muffin tin. Each time the player lands in a
tin they must make the letter sound that is listed on the piece of paper. The
first player to fill all their cups wins.

42

C

Alphabet Lotto
Skills reinforced: letter sounds

Number of players: small groups or entire class
Type of game: commercially made bingo game

C

Brief description: Each player receives a bingo card and four to eight
markers. A caller is chosen. The caller or teacher determines the variation
of the game that will be played such as four comers, one particular row, or
whole card. The first player to cover all the pictures and shout "Bingo"
wms.

Game Resource: Lakeshore and Academic Aids
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I Can Read with Phonics
Skill reinforced: letter sounds/word identification

Type of game: computer
Materials needed: WIN/MAC CD-ROM
Brief description: This program is from the Reader Rabbit series. It is a

C

program that helps children practice letter sounds. There are over 100
lessons that help young children reinforce reading basics.

Game resource: www .mattel.com
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Jump Start Reading for Kindergartners
Skill reinforced: letter sounds

Type of game: computer
Materials needed: WIN/MAC CD-ROM
Brief description: A program that helps children with verbal and written
reading skills. The main focus is on letter sounds. The software includes
oral phonics lessons, written workbook activities, and reading games.
Game resource: www.broderdun.com

(
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Learning Words
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Picture/Letter/Word
Skills reinforced: sight vocabulary

Number of players: one to two
Type of game: teacher made card game
Materials needed: tag board, markers, pictures out of magazines, glue,
scissors, and laminating machine
Brief description: This is a simple game that can be played by one or two
players. The object of this game is to match the word, letter, and picture.
There are 26 cards one for each letter of the alphabet. Children take turns
selecting cards and placing them onto the board. The board has three
sections to place each card. The words picture, letter, and word are listed at
the top of each board.
Game Resource: Carla Hein, Woodridge Elementary
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Gingerbread Match
Skills reinforced: sight vocabulary

Number of players: two to four
Type of game: concentration card game
Brief description: This is a set of cards that contain common function words
such as "I," "me," "am," "the" etc. The cards are placed faced down in
small rows of five or six. The players take turns looking at two cards at a
time. The players must read the card each time they flip a card over and try
to find the matching card. The person who collects the most cards at the end
of the game wins.

Game resource: Carla Hein, Woodridge Elementary
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Create A Word
Skills reinforced: sight vocabulary

Number of players: one to three
Type of game: word-creating game
Materials needed: tag board, markers, envelopes, laminating machine
Brief description: The object of this game is to create words. There are
groups of letters in each envelope. For example one envelope may contain
letter cards with the letters a, e, 1, n, p, s, t. These letters can make such
words as pat, pen, pan, pale, plan, plane, and plant.
are made the more points a player earns.

The more words that

Other variations can include

making words that rhyme and word families.

Game resource: Barb Baker, Woodridge Elementary
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Feed Benny Bear
Skills reinforced: sight vocabulary

Number of players: two to four
Type of game: word recognition game
Materials: construction paper, markers, scissors, vocabulary list of words,
bears and honey pot patterns. Create a list of words on honey pots and trace
the bear pattern.
Brief description: The object of the game is to see how many pots of honey
the players can feed Benny Bear. Players look at each word on the honey
pot. If he or she can read the word, they put it next to Benny Bear. The
player who can feed the most words to Benny Bear wins.

Game resource: "Reading With A Smile" by Audrey Anne Burie and Mary
Ann Heltshe
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Let's eat
Skills reinforced: sight vocabulary

Number of players: one to four

C

Type of game: word recognition match game
Materials needed: magazine pictures, posterboard, magic markers, scissors,
and glue, box for storage.
Brief description: The object of this game is to look at the food cards and try
to match the word card for each one. Another variation would be to place
the foods into categories such as meat, dairy, fruit and vegetables.

Game resource: "Reading With A Smile" by Audrey Anne Burle & Mary
Ann Heltshe
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Over the Rainbow
Skills reinforced: sight vocabulary

Number of players: two to four
Type of game: color word recognition board game
Materials needed: poster board, index cards, crayons, and game markers
Brief description: Players tum over cards and advance to the color that is
written on their card. Players take tum and the first person to reach the end
of the rainbow wins.
Game resource: "Games for Reading" by Peggy Kaye
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Word Bingo
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Skills reinforced: sight vocabulary

Number of players: small groups or whole class
Type of game: bingo game with words
Materials needed: paper, pens, and construction paper, index cards
Brief description: Word bingo is similar to regular bingo. Each player has a
bingo board created by the teacher. The squares have words written on
them. Each board has the same words but in different locations. The object
of the game is to place markers on the board according to the type of bingo
being played. The first player to place their entire marker on the board and
call out "Bingo" wins.

Game resource: "Games for Reading" by Peggy Kaye
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First and tenth
Skills reinforced: sight vocabulary

Number of players: one to two
Type of game: number word recognition file folder game

C

Materials needed: reproducible pages, scissors, file folder, markers, and
glue.
Brief description: This is a simple file folder game that requires the players
to
match each number with the correct number word. The board game
represents a football field.
Game resource: "Back to School and Beyond" by Karen Finch
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Pick A Pie
Skills reinforced: sight vocabulary

Number of players: one to two
Type of game: color word recognition file folder game
Materials needed: reproducible pages, scissors, file folder, markers, and
glue.

Brief description: This is a simple file folder game that requires the players
to match each color with their corresponding color words

Game resource: "Back to School and Beyond" by Karen Finch
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Wahoo Word Lab
Skills reinfarced: sight vocabulary

Number of players: one to six
Type of game: card game
Brief description: In this game the player join professor Wacky where
players can choose from seven challenging word games. These games
include Lab Lotto, Mix and Match, Chemical Connection, Frankenwords,
Build-a-Word, Wic-Wacky-Woe, and Wic-Wacky-Team. This game was
presented the Parents Choice Award.

Game resource: Lakeshore
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Word Toss
Skills reinforced: sight vocabulary

Number of players: one to six
Type of game: card game
Brief description: Word Toss is a game that can be played on several
different levels. The game includes picture word playing cards, alphabet
dice, and a one-minute timer. The games include Toss and Name Letter,
Picture-Letter Match Up, Toss and Spell, Picture Toss and Spell, and SuperSpeed Toss and Spell.

Game resource: Lakeshore
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Ladybug,Ladybug!
Skills reinforced: sight vocabulary

Number of players: one to four

(

Type of game: board game
Brief description: The object of this game is to match rhyming words. The
players each receive one game board. The game boards have words written
on them. Players place all the cards in a pile face down. The players take
turns drawing cards and reading the word on the card they draw. If the word
rhymes with one of the words on his or her board they keep the card and
place it on his or her board. The first player to fill their card and shout
"Ladybug" wins.

Game resource: Lakeshore, Academic Aids, and Learning World
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Stanley's Sticker Stories
Skill reinforced: Word identification

Type of game: computer
Materials needed: WIN/MAC
Brief description: This program is a classroom favorite. It helps children
practice their spelling and writing skills. This software program helps
children create their own stories using pictures and words. The program has
large print and makes story-making fun!

Game resource: www .edmark.com
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Bailey's Book House
Skill reinforced: word identification/letter identification

Type of game: computer
Materials needed: WIN/MAC CD-ROM
Brief description: This game is one of my personal favorites. This program
helps children build literacy skills while developing a love for reading.
There are seven activities that children can explore including: sounds,
words, letters, sentences, rhymes, stories, and games.
Game resource: www.edmark.com

CHAPTER FIVE
Summary, Conclusions, Recommendations
Summary
The overall goal of this project was to create an organized
collection of reading games that would supplement any kindergarten and
first grade reading curriculmn. The author discussed important aspects of
educational games in the project. They included: definition of educational
games, advantages and disadvantages of games, criteria for selecting
games, and the achial collection of reading games. They were organized
according to the reading skills that were reinforced.
The author created this project in order to offer sh1dents and
teachers another alternative for teaching specific reading skills. It is
intended to be used by teachers and other resource reading educators.
Conclusions
There is research that supports using educational games as an
instructional tool to help children reinforce skills. It was the author's goal
to create a collection of reading games and provide sufficient research to
supports the use of games as an instructional tool.
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It is the author's firm belief and professional experience that this

collection of games will be very useful in the classroom. The author
carefully organized the collection into three sections so that the
collection would be easy to use and implement. It is the author's opinion
that educators will find this collection easy to create and implement.
Recommendations
It is the recommendation of the author that this collection becomes

available for teachers and other reading specialists in order to help
children reinforce specific reading skills. The research discussed in this
project will help educators understand the value of using games as an
instructional tool.
In addition, the author also suggests that games are not limited to
one specific subject. Games lend themselves to other academic subjects
such as math, social studies, and science.
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